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NEC’s i6-bit GPU- 
based PC Engine console 
was very “Big in Japan” following 
its release there in 1986. By 1988 it was outselling Nintendo’s Eami- 
com year-on-year, and NEC was eager to jump into the revitalized 
North American video-game market. Rebranded the Turbo-Grafx 
16 and with a redesigned case, NEC was broadsided when Sega relea¬ 
sed the Genesis two weeks ahead of the TGi6’s launch, nullifying 
NEC’s claim to the title of first 16-bit console (in North America) and 
ruining the TGi6’s chances of success. NEC would cancel its European 
release and liquidate its stock of PAL units. In 1990 NEC would sell 
the TG16 with a CD-ROM in the hopes of getting a leg-up on Sega, but 
it was too late; Sonic-mania would soon sweep the US and Canada, lea¬ 
ving the NEC far behind, and with third-party developers uninterested 
in developing English titles for the TG16, the console would fade into 
obscurity eventually being discontinued in mid-1994. 









Let's Get Small 

For the past year the Atari Lynx and 
the Nintendo Game Boy have been 
the only handheld games in town. 
Well, the neighborhood just got 
crowded! 


NEC TurboExpress 

The TurboExpress enables you to 
play regular T\irboGrafx ItirboChlp 
gamecards on the go (see The Cut¬ 
ting Edge, GamePro, August, 1990), 
and it can convert into a portable 
color TV! The $249 price tag is hefty, 
however, the Express delivers the 
goods. 
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Naturally, the Express packs the 
same 8-bit NEC HuC6280 processor 
and the same 16hit graphics proces¬ 
sor as the TutboGtafx-16. 

The TurboChips simply slide into 
a slot at the top of the unit. The 
shrinking of full-size games to fit on 
the small screen doesn't dirttirtish the 
impact of the color or intensify the 
overall difficulty of the game, howev¬ 
er, you may have trouble quickly 
Identifying dinky dangers. And forget 
about following game scores, lives, 
and other onscreen information in 
the heat of battle; it’s too small. How¬ 


The TurboExpress Is 4.3 Inches 
wide by 73 inches long by 1.8 ItKhes 
thick, just slightly larger than the 
Game Boy. The shatp4ooking black 
plastic resin case houses a 2.7 inch 
color, backlit LCD screen built by Ep¬ 
son. Below that ate the standard con¬ 
trols, which duplicate the TG-16's 
right down to the variable turbo. 
Other controls Include volume and 
brightness dials on the side of the 
unit. The Express also features a mi¬ 
ni-phono plug and a comllnk port 
for two person head-to-head game- 


ever, the backlit screen makes the on¬ 
screen action starxl out In any light¬ 
ing environment. 

Six AA batteries power the lUr- 
boExpress for 3 hours, according to 
NEC. Power source options include 
an AC adaptor and an automobile 
cigarette lighter adaploc 

Need a break from the gameplay¬ 
ing? No problem. The optional $90 
TUrboVision TV Tlrner snaps on to 
the right side of the T£ and turns It 
Into a portable color set Additional¬ 
ly, the tuner can function as a cam¬ 
corder or a VCR morrltor! 

This is a great, although pricey, 
extra forTurboGrafx-16 f^ 

Sega Game Gear 

Sega is literally *Gear-lng" up for 
handheld action; it's about to make 
the Game Gear color handheld a ma¬ 
jor part of its video game operations 
in the U5. At press time, Se^ wasn't 
ready to talk about this newest addi¬ 
tion to the family except to say that 
the Game Gear would be ready by 
Christmas, but it was already be^g 
up its staff to take on the project 

The Game Gear is a re-tooled ver¬ 
sion of the .Sega cobr handheld that's 
surfaced in Japan. Unlike the Tlir- 
boExpress, it will be an indeperxlcnt 
system that is NOT compatible with 
either Sega Master System or Genesis 
games. According to Sega, shrinking 
games to fit a smaller format makes 
most onscreen information unread¬ 
able. However, the Game Gear will 
b«iow game titles from its two pop¬ 
ular siblings. 

The Sega Game Gear gets its pro¬ 
cessing muscle primarily from a Z- 
80A processor much like the Sega 
Master System. It gets its juice from 
six AA batteries. 

The Game Gear's a neat little 
rectangular package (8.1 inches long 
by 4.3 inches wide by 1.5 inches 
high) that features smooth, curved 
styling that keeps it in the same 
groove as the Genesis and the new 
SMS. The unit has a 3.3 Inch backlit 
color LCD mounted in its center 
with a directional pad and two 


The TG16’s “HuCard” ROM-card format enabled 
NEC to develop a handheld system, named the 
TurboExpress, which could use HuCard’s a per¬ 
son already owned, providing a unified experie¬ 
nce between console and portable. 




However, the small screen made reading text 
difficult, and a hefty pricetag ($249 1990 US 
dollars) and poor battery life meant it was 
not terribly attractive to consumers. It would 
























Both an arcade pLatform and a home 
console, SNK’s Neo Geo was a 16-bit 
68000-based system whose arcade 
hardware allowed a player to choose 
from up to six different games (typic¬ 
ally fighting games) in a single mach¬ 
ine, popular with convenience store 
owners with limited floorspace. 


home syslcms (but of course they If you guessed that a big box 
charge Z5< a pop). means big carts, you're right. You 

months, ever since the home unit The Neo Geo home system Is ex- aren’t likely to misplace your Neo 
appeared In Japan and the arcade- actly the sanK as the arcade unh al- Geo games; they're inches wide 
version landed on American shores, belt In a substantially smaller and by SV. inches long by 1'/. Inches 
well. It's heeeete - or it should be. snaalet package, and It plays the high. 

According to S.NK, the U.S. version of same pmes. It sports a dark, sleek, 
the vaunted Neo Geo home system low-ptolile aerodynamic look, that . ' 

shouldofBciallyattiveintheU5.be. makes it look like the Stealth Fighter SMC says the Neo Geo features 

fore Christmas! 1b hdp tdnforoe its of video game systems. Its back plas- bhcjuallty-gameplay, but the system 
atestfbraySNKsetupancwHome tic case is 13 inches wide by Winch- actually uses a 1 Writ 12 MhxMo- 

Entcrtainroent Division in Torrance, es long by 2y. inches high. In the torob 6^ processm 

Cblifomb, lust to handle Neo Geo back of the unh there ate sockets for <_ _ 


If Yiiu'rf Still Flavuvl. SEliA, I\EC,ok 
i\ll\TE\'IIO Yflii'iti:: Notiiim; Kijt a Wmw. 


If YOII'RF PLAYI.^R TIIF I.WRFIIIRLY llllill Piivvfrfii 
\EO* r>EO*SYSTF>i Yoii'rf a Real Hot lliiii! 


1 ough talk, but think it over. Why dick around with limp, underpowered 16 bit systems when NEO*GEO“ 
now offers the hottest, most advanced video entertainment system in the world! 

Fact. NEOGEO simply out-muscles those guys with the big names. NEO»GEO features a huge 330 meg 
'lardware .setup that delivers robust IS-channel real voice .stereo .sound. Unmatched graphics with over 
'>.‘>,000 vivid colors of amazing detail! Not to mention effects with 4-dimensional realism. 

Docs NEOGEO cost more than other video game systcm.s? You bet. Does a Ferrari cost more than a Yugo' 
I Does Prime Rib cost more than squirrel burgers? With NEO*GEO you get more than you paid for. 

It’s simple. Would you rather be a cold weenie? 

Or a real hot dog! 



NEO^IEO 

4096 
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The Konami LaserScope was a head mounted 
light-gun that allowed the wearer to aim it 
through a gun-sight mounted in front of their 
right eye. You were meant to fire it by saying 
the word “fire”, but apparently any word would 
do the job, including “parakeet” or “labridood- 
le” You could lose your voice if you played 
with it too much! 


AVAILABLE AT YOUR LOCAL VIDEO GAMIRETAILER OR CALL 1-800-USA-SEGA 


The first hand-held Mario game. Super 
Mario Land was similar to Super Mario 
Bros, on the NES, but monochrome and 
resized to fit the smaller screen. 

Game Boy owners were eager to get 
Mario on-the-go, and the game sold 
over 18 million copies, more than Sup¬ 
er Mario Bros. 3! 


Alex Kidd was Sega’s unoff 
-icial mascot prior to Sonic 
the Hedgehog. The character 
was the protagonist in a nu¬ 
mber of arcade and console 
games, including Alex Kidd in 
Miracle World (which was 
built-in to the Sega Master 
System) and Alex Kidd in Shi- 
nobi world (a parody of Sega’s 
successful Shinobi arcade ga¬ 
me.) Alex Kidd appears as a 
short boy with large ears and 
hands, and other monkey¬ 
like features, wearing a red 
and yellow jumpsuit. 


Initially a computer game developed by Jay Geertsen, Columns 
was a Tetris-inspired game purchased by Sega and released for 
a number of Sega consoles, including the Genesis / Megadrive. 


Super Mario Bros. 3 is widely considered 
one of the top three NES games to own. 


Mario's 
best adventure yet! 


Introducing LaserScope" from Konami. 

The amazing voice activated fmng system for Nintendo. 

Now you can zap the enemy using the sound of your voice with Konami's 
incredible LaserScope voice command optical targeting headset. Just zero in on 
your target through the scope. Then say "Fire!" And it does! Yfau can even switch 
ipid shoohng Turbo Fire when things really get tough. 

LaserScope connects easily to your Nintendo 
control deck, and works with any Nintendo Zapper' 
game. Plus, with LaserScope all of the awesome 
game action sound goes right to your own ears. 

Not your Mom's or Dad's. kb 

So get into some hi-tech, hands-free excite- 


ment today wiRi LaserScope. And you'll have the W If 
most powerful voice in video games! « 


I acarQnC 


Released in North America 
in 1990, Super Mario Bros. 3 
returned back to its roots af¬ 
ter a disappointing second 
outing. Plumbers Mario and 
Luigi must embark on a qu¬ 
est to save Princess Toadsto¬ 
ol and the rulers of seven 
different kingdoms from 
Bowser and his offspring, 
the Koopalings. 

New features included a map that allowed the 
player to choose which level to attempt next, 
and a “racoon” suit that allowed Mario or Luigi 
. to fly. You could also climb up vines, slide do- 
wn ropes and with the “Tanooki” suit, tempor- 
arily turn into stone to avoid being killed by 
enemies. 

Super Mario Bros. 3 sold extremely well, and 
is the highest grossing non-bundled console 
^ game to date selling over 17 million copies 
worth $1.7 billion, adjusted for inflation. 









































































BUILDPDMEIN A DAY 

D£S1 ROY IT IN AN HOUR!' 


Enter SimCity, the City Simulator, and take charge ot an evolving, growing city. Become 
mayor of a dynamic real-time urban simulation. Your city is populated by Sims—simulated 
citizens. Sims live, work, play, drive—and complain about taxes, traffic, taxes, crime and 
taxes—just like us. You control the fate of the city. You zone land, balance budgets, control 
crime, traffic and pollution. 


Satiifled SlmClty players 
say It best... 

Great game! I'm hooked • 
I've got SlmClty syndrome! • 
I find SlmCIly to be the most 
addIcUng. educational, and 




played! • Amazing! • I may 
quit my Job so I can play 
more... well, nah • You guys 
are Maximum Pinheads • 
SlmClty Is not just a game. 
It's a way of life • Simply the 
best computer game I've 
ever played! • SlmClty 
should be outlawed!! It's 




‘tildflSKKS 


Stop lor 4 days! • Excellent 
game! But Fve been losing a 
lot of sleep since I bought It 
• Wow" • It's a blast!* 
TERRma FANTAsna • 
Awesome!! • Super!!! • The 
airplane pilots are psychotic 


What you 
should know 
about the gome 
of the year. 




can be fun and addicting 
Best game ever lor the 
Amiga • My wife and I really*"**"*““ 
love this software • I stay up until 2 a.m. 
playing It everyday! • Thank you lor a 
piece of Intelligent. educaUonal and 
thought-provoking software • Absolutely 
wonderful Idea and program • ExceUent 
product. I wish I'd thought of Iti • Tve 
never seen a program like this • Make 


Get out of town. The new Maxis SimCily'Giaphics 
Sets let you play SimCity in entirely new locales and 
I time periods. 

So now there are no city limits. One package 
features three settings of the future, including i 
a moon colony The other.three legendary j 
settings of the past. Either Set loads right into i 
SimCity Offering radically different looks I 
gH^^^^^^and architecture. Fresh challenges. I 

New dangers lurking at every street comer. m 

If this sounds lite acres of fun, it should. S* 

Sr It’s created by the same people who produced ^ 

h990's number one smash hit " 

I Which means if you're already a permanent 
»sident of SimCity you'll now have to move to 
ese hot properties. 




THE GODS ARE BACK AND ALL 


HELL IS ABOUT TO BREAK LOOSE 


Developed by Will Wright, SimCity tasks players 
with founding and growing a city from a patch of 
green land, defining what buildings are construct¬ 
ed by laying out development zones including res¬ 
idential, commercial and industrial zones. The pl¬ 
ayer also needs to manage amenities such as the 
electrical grid, and police and fire services. The 
city gains income through levying taxes, but too 
many taxes can stymie growth, while too little can 
cause the city to go brofe and become overrun by 
crime and fires. It would go on to be a successful 


^ on to be a successful 
series of games, including the isometric- 3 D Sim- 
City 2000. 

Populous took SimCity a step farther, with the player 
acting as a god whose task is to aid their followers and 


iMWsdigsiptlMdktfor 
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ELECTRONIC ARTS ■ STRATEGY 

Tired of his position ■ ■ any oi y«u ><• i 
as a lowly dogsbody HH PtySSi.'Vr 
round the office, * *" 

Julian Boardman ' * ‘ 

fancied playing God 
for a change 


smatsr buMmgs krw 

evil is defeated... 
but can never be 
destroyed. 


POINTERS 


DESIGN AND BUILD THE 
CITY OF YOUR DREAMS. 

Collect taxes. Build 
homes, stores and facto¬ 
ries—even nuclear power 
plants. Design mass tran¬ 
sit. Hire police. Build a 
football stadium. Create an 
urban utopia. 

OR TURN CITY LIFE INTO 
A NIGHTMARE. 

Raise taxes. Bulldoze 
entire neighborhoods. 
Manipulate property val¬ 
ues. Cause tornados, earth¬ 
quakes. floods, fires and 
other disasters at your 
whim. 

SIMCITY TAKES ON A 
LIFE OF ITS OWN. 

Build roads—cars ap¬ 
pear. Lay track—trains go. 
Build an airport—planes 
fly. Helicopters report on 
traffic. Factories cause 
pollution. Neighborhoods 
go condo. Areas deterio¬ 
rate into slums. Lead a 
thriving metropolis or be 
left broke, mayor of a ghost 
town. 

SIMCITY GIVES YOU THE 


Unquestionably the 
Game of the Year” 


‘A Truly Great Concept 
and Magnificent 
Implementation. 

- Info 


‘Amongst the Best Ever 
Written... God I Love 


“One of the Mosi 
Impressive and 
Entertaining Braii 
Games of this or ai 
other year” 
-Videogame & Compiil 


“The Most Original 
Game I Have Ever 
Seen... It is Unique!” 
-PCM 


“A Fascinating, Even 
Mesmerizing Experience. 
The Graphic Interface is 
Perhaps the Very Best 
We’ve Ever Seen.” 


‘Populous is 
Original” 


You HAVE ALWAYS WANTED TO PLAY GOD. AdMIT IT. 
Now YOU CAN.” 


Industry Dins 
Jamcofthc Ye 


ELECTRONIC ARTS 








































































































STARS IN THE MOVIE - NOW j YOU STAR IN THE GAME... 





Atari Games’ 1989 arcade 
racer i i feat¬ 

ured a futuristic speed bike 
capable of reaching speeds 
of over 90omph, travelling 
through roads and tunnels 
that run through various 
environments. 

An evolution of the Hard 
Drivin’ 3D polygon-style 
graphics, 

was able to render them 
much faster, creating an 
extremely fast-paced, visu¬ 
ally impressive game that 
was state-of-the-art for its 
time. 

Unfortunately, because of 
this, conversions to home 
systems just crulfn i live 
the source material. 

C ‘est dommage. 


. 


This game was so boring! But then, while the 
movie did its best to maxe'jiiASCAR racing 
feel exciting, you would have to forgive 
Mindscape’s feeble attempt at a “re^istic” 
experience for falling completely flat. They 
didn’t have much to work with. Go around 
in circles, try not to hit stuff, repeat. Lame. 

Lemon64’s users have given it 2.9 out of 10. 
Magazine Zzap!64 gave it 52/100. That’s gen¬ 
erous! ST-Gomputer gave it 1/10, Power Play 
gave it 34 out of 100. 

You get the picture; it was mind-numbingly 
awfm. Not something you wanted for Xmas. 


• 6 CENTRAL STREET MANCH | EsTER M2 St 

Alternating between side-scrolling ' 
driving and beat-enn-up platform 
levels, Ocean’s Total Recall had you 
control Schwarzenegger’s Doug Oua- 
id as you meander vaguely through 
the plot of the movie. It was entert¬ 
aining enough that critics gave it an 
average of 7/10. Better than Days 
of Blunder (er,Thunder)! 

Based on the second and third mov¬ 
ies in the Back to the Future trilogy, 
this NES game had no password or 
save feature and it took six hours 
just to map out the game world. A 
cross between a standard platform 
and a puzzle game, the player must 
navigate Marty from place to place 
repeating tedious”mini-games”.Yawn. 


NOW... 

IT’S YOUR TURN! 

Get Ready for a wild romp through time. 

Your Challenge: a double misston to save 
the past, present and future. Here’s your 
chance to teach Biff Tannen a thing or two for 
stealing your Sports Almanac. It's nonstop excitement, from 
high-speed hover boarding in the year 2015, to gun slinging 
mayhem in the wild west. Get "Back to the Future” now—and 
save the world—before it’s too late. 


TiT^^yyo^nT 


E xperience the horror 

AS YOUR DRf AMS lURN INTO 
I IIDtOUS NIGIIIMARtS. 

SUDDI NIY YOU RH ( VtRY MOVE IS 
MONITOliH^ BY WOUl 1) B1 ASSASINS. 
YOU DISCOVER lEIE SURREAL I RUIN 

YOU’RE NOT YOU - 




Y ou MUST TRAVEL TO 
YOUR TRUE IDENTITY 
A JOURNEY OF NON¬ 
MUTANTS, FUTURISTIC 
ARRAY OF WEAPONRY ALL 
EXECUTED GRAPHICS 
COMPLIMENTS THE 

, WEAR'S 


mars to DISCOVER 
Y« >UR MISSION IS NOW 
S’ OP ACTION. STRANGE 
V EllCLES AND A STAini ING 
C .APTURED IN SUPERBLY 
ANDA game E^LAY THAI 

SI jccess of the 

OPj^OVlE 


As DOUG QUAID YOU HAVE BEEN 
A HAUNTED BY RECURRING DREAMS 
^OF ANOTHER LIFE ON MARS. YOU 
ARE DRAWN TO REKALL INCORPORATED, 
A UNIQUE TRAVEL SERVICE SPECIALIZING 
IN IMPLANTING FANTASIES INTO THE MINDS. 
OF THOSE WHO DESIRE TO TURN THEIR 
DREAMS INTO REALITY. 

JHE geo JRIP OF A I^IFETIME 
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In the 1980s, American companies invested nearly 
$90 billion in PCs, yet office productivity has shown dis- 


l^MMirntd^noweveryb^ 
iWall&tosa 


Not everybody was disappointed, however. According 
to a new independent stud>'by Diagnostic Research, Inc.', 
companies that invested in Macintosh'computers are 
enjoying dramatic results. Managers gave Macintosh pro¬ 
ductivity rating? that were 37% higher than for MS-DOS 
systems and 32% higher than for PCs running Windows. 
Which is like getting back 17 extra weeks a year. 

In a global economy of snowballing competition, 
the story behind those figures may be of interest. 

In 1984, Apple introduced Macintosh on the simple 
premise that computers should work the way people do. 

Now, as others rush to market with Macintosh look- 
alikes, Apple turns out to have been the practical, de¬ 
pendable, results-oriented computer company all along 

Introduonganew 

SGTKSrf 

Madntodicaiputers 

fsmW 

Our three new personal computers were designed 
to rectify the one flaw that still exists in Macintosh. 
Namely, some people still dorft have one. 

So now, starting at $999,’ there is a Mxmtosh at a 
price that almost everyone can afibrd. 

TheMadntodiClasac’' 

This one has everytliing that makes a Macintosh a 
Macintosh. Built-in networking A SuperDrive'disk drive, 
which reads both Macintosh and MS-DOS files. And a 
$999' price that includes the built-in monitor, 1MB of 


Tie iieu’ MaanUxb Classic. Maanm list, an .hnnlab l£ on sli^ togHber for Ibeieiyfisl lime 

RAM, keyboard, mouse, and system software. A 40MB Macintosli color and graphics to a wider world, 
hard disk is optional, its processor is an 8 MHz 68000 With its l6 MHz 68020 processoi; it runs all the thoih 
cliip. And it outperforms tlie popular Macintosh SE. sinds of Macintosh pit^ams at impressiv-e speed. 

Tlie Macintosh I£ And, with the qxional^iple’lie Card, it will run 

Tlie new, lowKX)St Macintodi LC introduces exquisite thousands more Apple n applications as well. 


The Macintosh IjC expands by adding a card to its 
slot. A 40MB internal hard drive is standard. A built-in 
video chip runs an Apple monodirome or low-cost 
color monitor—without adding a video card. And the 
Macintodi IjC, like tlie Mac'IIsi, lets you record your voice 
and otlier sounds into the computer. Which will make 
voice-annotated software a standard Macintosh feattire. 
The Macintosh Da 

Running a 20 MHz 68(80 microprocessor, the new 
Macintosli Usi delivers serious number-crundiing at the 
most attractive possible price. 

Into its sleek package are compressed the powerful 
essentials of the Mac n luie. Including an optiaial 324iit 
I^Bus"slot for high-performance graphics and acceler¬ 
ator autls. Along vvitli advanced networking systems like 
Etliemet and Tbken-Ring Plus a 40 or 80MB hard drive. 
Built-in video chips drive four diflferent Apple monitors. 
Whytheleast 

estpensiw Madnlosh is more 
powerful than the 
mostexpensireanythingdse 

Every Macintosh, from the original to the latest, 
shares a compellir^ quality unavailable in any other 
PC at any cost People really like using it.Wliat they like 
to do, they' da And so they get more done. 

Call us at 800-538-9^, ext. 350 for the name of 
your nearest authorized Apple reseller. 

You’ll find an amazing thing happens when you 
give people the power to be their best They’’!! be it 

Thepowertobeyourbest €11 




Half the price of the Macintosh II with 
similar performance, the LC was intro¬ 
duced in October of 1990 along with a 
low-cost “compact Mac” known as the 
Macintosh Classic. 


Apple released an add-on card for the 
LC as well that provided Apple He 
compatibility, to encourage schools 
with large amounts of Apple II soft¬ 
ware to upgrade. 


Apple would go on to manufacture a 
number of other low-cost computers 
with the LC and Performa designatio¬ 
ns, including both desktop and all-in- 
one machines, until the mid-1990s, 
when Apple discontinued them in fa¬ 
vour of the iMac. 


INSIDE THE MACmlC 

The Maciniosli LC was designed 10 be manufaclined quickly and inexpen- j\(j(ji|]D 6 BOSEll 

sively. Five basic components—the logic board, tho powen supply, a fan- “ 

and-speaken unit, a 40MB hard drive, and a SupetOtive floppy drive—can be A board such as Apple's lie board connects to a new-style 

snapped into the plastic case by robots. The Macintosh IC uses only four processor-direct slot on the Macintosh LC's logic board. An 

cables to connect components. These cables can also be inserted by robots. add-in beard runs parallel to the logic board. 


The high price of the Macintosh II put 
off many potential non-commercial 
customers including schools, many of 
which had stuck wim the Apple IIGS. 


Looking in-part to retire the Apple II 
platform and respond to criticisms reg¬ 
arding the high price of earlier Macin¬ 
tosh models, Apple developed a low- 
cost colour Macintosh, the Macintosh 
LC. 


Soec«ratolM9»- 


Intended as a more “stylish” repLace- 
ment for Amstrad’s existing CPC com¬ 
puter Line, the “plus” models featured 
a redesigned case and a console-style 

gamepad. 


BUY YOUR SAM COUPl 
FROM CRASH! 


1 I 1 1 1 


mm 


|CTO for axkQ holding 


IMnaCbHbSfW. ■ ... 


The Sam Coupe was a low-cost 
version of the Sinclair ZX Spec¬ 
trum that had additional grap¬ 
hics modes and enhanced sou¬ 
nd capabilities. It also had an 
expanded BASIC dialect. Its for¬ 
tunes were mixed: original de¬ 
veloper Miles Gordon missed 
the 1989 Christmas season wi¬ 
th a Late Launch of the Coupe 
and went out of business by 
mid-1991. A successor company 
survived until 1992 after Lower¬ 
ing the cost, a third until 1994. 


ONDERNEATH 

THIS 

COMPUTER 
IS IN 
IRCIDE 
FIGHTINO 
TO GET 
OUT. 


THE 


THE NEW U<STIU04S4 PUIS 
-FH0MQ2S. 
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VARIOUS ■ ARCADE ADVENTURE 

Although Richard ■ ARiw<it»«itx)ugMti«iaut 
Monteiroisan W 
expert turtle-farmer 

and pizza-eater, Les ttm nh^ t^. wny. nm j^tum 
Ellis happens to ” S^’ SxuT 

have hands-on rt» iwn>M n mt im» m •», 
experience of rats ^ *»• 

and sewers... !**> .**! .**. 


CCi— C'cii^ 
i ihur imitise /lyidui ^ 
kV^vc^ (set a Lc-vtcHi’ 4^ 
\ trartr^ t/iacf a 'H 

L ^ 1 


.TURTLES ON THE MOVE 

M> M tlw W !• M« mMtar. mt l> thM Ik Ikt MUir I 


Shredder’s a slice- 
o-matic crum, a 
villain more vicious 
than an army of 
mind altered 
Bruce Lees 


the import Game 
Boy version is known 
as Ninja Turtles, 
when the official 
version arrives it’ll 
be known as 
Hero Turtles 

wo w dodong x* nBc. you've <n 




Manufacturer: Ultra 
Machine: NES 
Cart Size: 4 Meg 
Number of Levels: 

Theme: Action 
Difficulty: Average 
Number of Players: 1 to 4 
Available: December '90 . 


POWER!! { 

The fab four of the 90's are ,<> 
back in their biggest adventure AM 
yeti It's straight from the 
arcades in the best transla- ' 
tion possible on the NESI 
With a full 4 megabits of 
power plus a MMC3 chip JBK 
Konami has taken NES ^ 
technology into areas . ^ 
where no one has ever ^ 

gone before! And It shows! ^ 

In this sequel both April and 
Splinter have been kidnapped by 
Shredder arxl you and a friend must 
save themi But Shredder knows you 


oven up the score 


Bebop, Rocksteady, Krang and other 
now missionaries - Tora and Shogun 
ready to make turtle soup out of you! 

Your adventure takes you all 
through New York city. You start In a 
burning building where April is 
trapped! It's all a set up and after you 
eliminate Bebop, Shredder appears, 
grabs April and escapesi You hit the 
streets searching for her grabbing an 
occaskxial piece of pizza for energy! 
Not finding her there. It's time to go 
down into the sewers. April, unfor¬ 
tunately isn't there either and you 
climb back up to Tind it's winter where 
a killer snowman is waiting for you. 
Spring comes and your quest takes 
you through a parking garage where 
you rescue April! Shredder grabs 
Splinter and takes him to one of his 
factories. Take on a rockman arnied 
with a flamethrower and try to save 
Splinterl Now for revengell Fight 
through Shogun's house and into the 
Technodrome where Shredder has a 
special surprise watting for you! 


You're now oft to 
rescue Splinter 
and then Its on to 
the Technodrome. 
But before you 
get there you 
must get by one 
of Shredder's 
bounty huntersi 


In the parking garage proceed carefully, as you not only have to take out the machine 
gun toting enemy but you must watch out for the cats which will be pulling out of their 
parking spots. Use the orange traffic pylons on the roadway as weapons -Ml 

and be ready for the enemy reinforcomonts who will cotw . i . 

charging out of the van. Use the ' ’I’. '.W 

exploding barrel a s a _ 'i\i 

weaponi 


THE HEROES IN A HALF SHELL' 

ARE COMING TO YOUR COMPUTER SCREEN! 

THECOMPUIttfiAMf Mil ■RffllEfl. llli'X. 

ATARI ST, C64, SPfatUI I USmB 444. 


KOn/Af 


mm rms meoA 

MUTm nuemiie! 


FOURCOMPUTER HACKERS ARE ABOUT 7D 
RAIDYOUR DISK DRIVE. 


No computer will go unscathed, as 
Ultra's version of nonage Mutant Ninja 
Turtles' storms into your disk drive to duke 
it out with Shredder'^ a maniac more 
menacing than an arrry of mind-altered 
Bruce Lees. 

But if they're to survive, you must 
command the role of each turtle, rumbling 
through a maze of Mouser' infested 
sewers, criminally polluted rivers and alleys 
patrolled by the fanatical Foot Clanr 

Along the way search for bonus 
weapons like the Triple Shuriken. Vbu'll 
have to also think fast, switching turtle 
identities in order to match their karate 
skills with those of the enerriy. 

So grab your joystick arxt nunchukus, 
then control every leap, chop, slice and 
dice, until you splaner Shredder senseless 
or get yourself hacked into turtle soup. 

Now featuring the ULTRA "GAME 
SAVE" command. 


got a 4 player game to give 


away to the winner of this totally mega oompetitionll If you'd like to become one of the Turtles and 
I tight to save April O' Neil just oall 0898 404640 play our easy quiz and you ooujd^be_t^winne^ 


Orange you must 
be a fan of Michaelangelo 


'T. oe a tan or micnawanj^eiu 
tha Nunchuku turtle l!l| 


Originally an American comic-book series, the Teenage Mutant Ninia Turtles 
became a line of toys and then a TV series before becoming an arcade game 
and a subsequent series of home computer and console games. In the UK and 
Ireland, censors deemed the word “Ninja” to be too violent, forcing a change 
to Hero which flowed through to games released in all PAL regions. 


CAU 0898 404640 


That* Bhm an unofficial and hava no connaotion wilh tha faalured chwacfrra or fhair business organiselion. 
Calls cost 33p (cheap rate) and 44p (at all other times) per minute including VAT. 
Vciceline, PO Box 16^, London, NW1 8N0. Please ask your parents permission before you call. 


tROIW SiLVE 
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a HUGE 

Thank Vou 

to all of our 

Kickstarter 



Thanks to you^ 



IS coming... 
















Content for this special mini-issue came from the following formally copyrighted sources: 


Advanced Computer Entertainment December 1990 
Amazing Computing December 1990 
Amiga World December 1990 
Commodore User December 1990 
Computer Gaming World December 1990 
Computers and 'Video Games December 1990 
Crash December 1990 

Electronic Gaming Monthly December 1990 
GamePro December 1990 
Let’s Compute December 1990 
MacWorld December 1990 
Nintendo Power Flash Winter 1990 
Raze December 1990 
Rainbow December 1990 
'Vddeo Games and Computer Entertainment December 1990 
ZZap64 December 1990 


Thank 

You! 


Other sources include Wikipedia, Flickr, eBay and Google Images. 


Paleotronic Magazine uses out-of-print magazine articles, vintage product advertisements, 
stock product images and other freely-available image assets for educational, transformative, 
artistic and critique purposes, covered by fair-use provisions in most countries. We value and 
thank the creators of these assets for their efforts, and will do our best to use their creations 
in the way in which their creators intended: to inform and to encourage readers and viewers 
to explore vintage technologies. 



In that spirit, Paleotronic Magazine only copyrights the wholly original (not transformative) 
text and image content of our publications, and only for a period of five years after the date 
of publication. After that time, our works will fall into the public domain, so that others may 
carry on in a similar vein. It is not our intention to unfairly profit off of the efforts of others, 
only to make their works relevant once again so that they are not forgotten, and continue to 
have an impact on the public sphere. 


Toys “R” Us, 
your #1 
video game 
headquarters. 







